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Design History 


This document was started as an homework assignment for “Principles of Game Design” MOOC 
animated by Casey O’Donnell and proposed by Michigan State University on the Coursera.org platform. 

If the global game design is all new. It is an idea I have in mind for quite some time now as a father of an 
almost 4 year old girl for whom I find the video game offer extremely poor. 

As I’m not at all a good designer, I’ve decided to use characters I created some year ago while working in a 
video game studio. Professor Pym and Marie indeed appeared in a former mobile game, Professor Pvm and 
the Secret of Steam published by Naoplay studio which I happened to be a co-founder. Even if the story 
didn’t end up as expected for the studio, I kept a strong link with the characters I had invented at that time 
and our team put “in numeric flesh”. 
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Game Overview 

Philosophy 


Philosophical point #1 

Young Explorer aims to give meaning to its PEGI 3 classification by really offering content and 
gameplay dedicated to the youngest audience (3-5) who cannot yet read properly and is confused by the 
numerous buttons now existing on our gamepads. 

Philosophical point #2 

Young Explorer runs on Xbox ONE and Playstation 4 as they are already enough devices in a 
modem living room. We don't see the point in adding one more knowing that this new device would 
necessarily offer a poorer experience to the young player than the one we want to offer, taking benefits of 
next-gen consoles capability. 

Philosophical point #3 

Young Explorer aims to be a very entertaining experience of course, but at the same time a real 
learning and training tool for young children, making them discover the gamepad one button at a time so 
they should be able to start any of the PEGI 3 game afterwards! 

Common Questions 


What is the game? 

Young Explorer offers amazing journeys through time and space to very young gamers. From a 
fantasy island to an high tech space station, the young player freely explores open worlds. They are all 
linked together by a story line involving Professor Pym and his inventions. 

Why create this game? 

As father of a young child I find that PEGI 3 is a category empty of meaning. Very few of them 
are designed for non readers and only deliver frustration to 3 years old children not able to deal with the 
gameplay. As an easy example, nearly all sport games are classified PEGI 3. 

As a parent I want to share my passion for video games with my children and I though for some time about 
a game which would allow them to discover gaming and nowadays complex gamepads at their own pace. 

Where does the game take place? 

Young Explorer is all about exploring new places in time and space. Little by little, the player is 
granted access to sand box levels where they have to explore. A few examples : a treasure island, Pharaohs' 
Egypt, fantasy/medieval village, ... 

What do I control? 

The player control “Scout”, a young explorer. The game is mainly in third person view with some 
inner games using first person view. 


Confidential 


Page 5 


12/20/2015 



Copyright (C) 2015 Christophe Bandini - All rights reserved - Run away! 


A parent joining the game can control Professor Pym or Marie in cooperation mode. The parent 
also controls one of these two within parent specific gameplay. 


What is the main focus? 

Within each “world’Vlevel, the player is expected to explore. It goes through many 
games/secondary quests that are uncovered exploring and trying first to resolve the main quest which is 
nearly always the same : find Pym’s travel machine parts lost in the arrival, or other items lost because of 
the messy arrival. This machine has indeed the bad habit to crash each time it opens a new destination! 

What’s different? 

As a father I am desperately looking for such a game to share my love for gaming with my 
daughter and I haven’ t found one yet. Games relay to much on reading capabilities which a 3-4 years old 
kid hasn’t got yet and controls are ways too complex for kids. Except for Kinect world which also happens 
to become frustrating for kids for technical reasons, nowadays games take for granted that their players are 
used to modem gamepads. Children lack a kind of learning and training program to get their hands on 
these. That’s what Young Explorer intend to deliver! 
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Feature Set 


General Features 


Collection of sandbox world with expending sizes as the player progresses 

3D graphics to please both children and parents (think Kinectimals rendering for example) 

32-bit color 

Multiplayer Features 


One “Child+ Adult” cooperation mode available on the very same console 

Editor 


A very good idea for a second step would be to allow parents to create world levels for their kids 
If this is done, it must be made possible to upload and download levels from the Internet 

Gameplay 

List stuff here that is key to the gameplay experience 
List a lot of stuff here 

Hey, if you got nothing here, is this game worth doing? 
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The Game World 


Overview 


Young Explorer is all about exploring new places in time and space. The idea is to start the game 
with two or three zones available and then to continue the adventure through DLC bringing new areas to 
explore. 

As the targeted audience is very young, most of the time not-yet readers, the quests are simple. The pad 
button are introduced one by one and the settings are not relying on complex maps. Long distances are 
crossed though kinematics. Main quest is usually linked to Pym’s time machine catastrophic arrival (collect 
machine’s parts lost in the crash, collect material in order to repair damages caused by the arrival, ...). 
Secondary quests for collecting plants and specimen are always available. 

Sand boxes to explore 


The main point of Young Explorer is that it offers its young audience, worlds to explore. This 
exploration goes by letting children explore on their own ; discover landscapes, items and characters at 
their own pace. 

In order to provide motivation, the characters are giving the player some quests to fulfill ; most of them 
being around item collections. As soon as the player becomes more familiar with the gamepad, more 
complex quests are proposed asking the player to take pictures for example. 

If the main quest is always open, secondary quests can only be fulfilled one at a time. Though in order to 
avoid frustration, non-playable characters are always giving the player the possibility to pause the current 
secondary quest and start their’s. 

In the meantime they store the items previously collected by the player and will give it back once their 
quest is completed. If several secondary quests are started while few are finished, Professor Pym and Marie 
will store all items for the different started quests and the player will be able to chose discussing with them 
the active quest. 

Mini-games 


Some non-playing characters are giving the player the opportunity to play mini games like a 
racing game with the treasure island monkeys. 

The Physical World 


Overview 

Young Explorer is composed of different “worlds” around different thematics in Time and Space: 
a treasure island, Pharaohs' Egypt, Captain Nemo's underwater base, the wild West, a futuristic base on a 
comet, a medieval/fantasy world, Marie's steampunk hometown, . . . 

While the main quest must be fulfilled in each world to access the next one, it is always possible for the 
player to get back to previously visited world in order to explorer them more and/or fulfill secondary 
quests. 
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Key Location: Pym f s machine (or crash landing zone) 

Except when they are played by a parent Marie or Professor Pym stay there. It is a key location for 
the player as discussing with Pym or Marie allows the player to: 

• get some information about the world he is currently exploring 

• indications regarding place to visits and people to talk to 

• chose current secondary quests 

• get some status regarding quest in progress 

Of course that is also the place where the player is able to end the primary quest and his then offered the 
possibility to take off and move to a new destination. 

Travel 


The player is traveling in the world controlling Scout with the analog stick (left stick for moving 
the character, right stick to move the camera). Some key points like a boat or spaceship starts kinematics 
during which the player is reaching another area within the world quickly. 

Scale 


The worlds are getting bigger as the player is getting used to the game. Anyway it doesn’t ask 
more than 5 minutes to cross an area from on side to the other. 


Weather / Day and Night 

The weather and the daytime are associated with a world. It is for example always sunny in the 
Treasure Island and Marie’s steampunk hometown can only be visited under a rainy dawn. 

Rendering System 


Overview 


The challenge regarding the rendering is to please both the parents and the children’s eyes. Parents 
expect high definition graphics and children expect brighter colors with high contrast and more 
cartoonesque rendering. In summary: something close to Kinectimals with an upper positioned camera. 
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2D/3D Rendering 

An engine like Unity3D or UnreaBD should reply perfectly to the needs. The choice will also take 
in account the team knowledge. 

Camera 

Overview 

The camera follows the playable character and can be moved with the right analog stick. 

Exploration 

The camera follows the playable character and can be moved with the right analog stick like 
“classical” behaviour. 

Mini-games 

Some mini-games impose another position to the camera. It can be in first-person for the racing 
game with the treasure island monkeys, or it can be fixed for a board game. 

Game Engine 


Overview 

The game engine is expected to behave pretty conventionally. 


Water 

There will be water in the game but at least within the first worlds the player is not expected to 
dive in. Should he cross water, the water will reach the player knees at most. Otherwise Scout will refuse to 
step in. 

The rendering must be good enough so we can see fishes swimming in. It allows some fishing mini-games. 

Also it is not excluded that a further DLC includes diving within the gameplay. It is good then to chose 
right now a game engine able to handle that. 

Collision Detection 

Our game engine handles collision detection with a large “sensible zone” fitting best to young 
players behavior. 
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Game Characters 


Overview 


Scout, the “Young Explorer” 

This is the character played by the child gamer. First thing for this child is to 
design this character thanks to an editor. The character can be a young girl or 
a young boy. If the design can then change from one player to another, the 
>v global design is Pixaresque and should allow to create a character looking 
very closely to Russel, the young enthusiast explorer from the movie Up! by 
Pixar [illustration on the left]. 

Beyond the look the character is also enthusiast and ready for adventure. It is 
communicated to the players through dialogs or inner-speeches in which the 
character is always optimistic and eager to help. He/She is never worried 
about the fact the Professor’s machine is nearly never reaching the expected 
target in time and space, or that the same machine generally breaks once 
arrived at destination ; every new destination reached is a new place to 

explore and find adventure! 



Though he/she is not a unconscious and will refuse to do something dangerous until every preparation has 
been made to ensure the success of the action. The usual line: “No! I’m not ready yet to go there/do that”... 


The character goes by the nickname “Scout” which he/she uses when introducing to other characters. 


If he/she seems really close to Professor Pym and Marie, the nature of their relationship is not explicated in 
the game. 


Professor Pym and Marie 

Both characters can be played (one at a time) by a parent joining the child in-game or following a specific 
parent-dedicated gameplay. As this gameplay is not really related to the storyline of the characters, it is 
described in the following section regarding NPC (Non-Player Characters). 

Professor Pym 

Professor Pym is a time and space explorer. A genius for sure, but like Doctor Who 
or Doc Emmett Brown, his notorious colleagues in the time & space exploration, he 
is also quite a wacky character! 


His Exploration Ship has a really messy appearance and 
some might think twice before stepping inside. Well at least, 
when the Ship is not already dispersed in several piece yet to 
be retrieved by Scout. . . 

But Pym is sure that this time, the next journey won’t end up 
in a crash! Fingers crossed . . . 
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Marie 

Like our (playable) hero, Marie is traveling with the Professor Pym. She met him a long 
time ago when the professor visited her steampunk world and helped her to save her city 
from a toxic fog (see Professor Pym and the Secret of Steam on iOS). They became 
lovers afterwards. 

Marie is also a scientist and Pym does listen to her suggestions when she has some as 
they are always good ones. 

Marie is also more interested by the fauna and flora exploration of the lands. She is often 
asking Scout for help in collecting plants and specimens 


Other characters 


Along their adventures, our heroes encounter several characters. As the 
game is dedicated to very young children, their storyline are synthetic and 
they ask Scout for assistance with simple quests to follow. 


Creating a Character 





The character creator is very didactic and character personalization is done one step at a time with 
one question asked and due to four possible choices. The player sees one choice at a time by pushing the 
analog stick to the right or the left and each time he stays on a screen, an animation is displayed showing 
him the button has has to push in order to select this. 

1 . Is Scout a boy or a girl? 


f 


Is Scout a boy or a girl ? 



Moves to left 



A 


Moves to right 


Scout is a boy. 

Scout is a girl. 

Hit A button toy:onfirm 

Hit A button to confirm 


t: 


* 


Moves to right/left 
Hits « A » Hits << A^> 



Following question... 
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2. Is he/she more of an athlete or a candy lover? 

3. Nose shape? 

4. Hair color? 

5. Hair? 

6. Eye color? 

7. And so on... 


Enemies and Monsters 


This game is about exploring and not at all about killing (for a change). There is no proper enemy 
to defeat but “monsters” can appear within game motivating a quest: for example, in order to cross this part 
of the Nile hosting numerous crocodile, the player has to find materials in order to fix a bridge. . . 

Until the bridge is fixed, Scout refuses to move forward. 
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User Interface 


Overview 

The interface stays simple as it must be understood and mastered by the child nearly instinctively. 

One good inspiration for it is the interface of the game Toca Nature on iPad regarding the item collections 
displayed on the bottom offering an easy reading to the player. 
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Mockup 

Here is a mockup of the interface, based on the previously shown display from Kinectimals. 



Medals 

On the top left hand the players sees the “medals” he has already owned fulfilling previous quests. 
In order to not blank the screen with medals, collection of medals are replaced by new more awesome and 
rare medals. 

Beacons 

Still on the left the player can here see in distance a beacon placed by a parent earlier. Visible for 
far away it indicates a point of interest, for example an item the player he’s looking for and for which he has 
asked the parent for help. 

Inventory 

On the bottom the inventory show several “baskets”. The rendering gives a visual information on 
the number of item collected. 

Action button 

On the right the player sees that hit the “A” button will have an effect. Here it will mostly start a 
dialog with the non-playable character. 
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Single-Player Game 


Overview 


The player is on is own to explore the area of the current world. Except if ha already has it 
fulfilled it, Professor Pym gives him a primary quest to fix the damages caused by their arrival. 

Primary quests 

On the first world, the Treasure Island, it is to collect parts of the Time & Space Machine which 
have disappeared in the crash. In Pharaohs' Egypt, it is to find a new source of granite after the crash of the 
Time & Space machine seriously compromised the work on the Pharaoh's pyramid. 

This second quest is a bit more complex as the player discovers that he has to journey on the Nile and need 
first to collect material in order to fix a boat. Once arrived at destination (after kinematics), he has to find 
items again in order to get the boat loaded with the granite... 


Secondary quests 

During his exploration the player encounters non-playing characters eager to offer him secondary 
quests which can consist of items collection or in mini-games like racing or card games. 

For example here are some events the player is encountering on Treasure Island. In the forest Scout 
encounters monkeys which are preventing him to go deep in the forest, harassing him. 

Once back with Marie, she advises him to collect bananas. He does so and becomes the monkeys' best 
friend. 

They then offer Scout several mini-games like : 

- music with coconut shells 

- “where is the nut?”: three coconut shells on a “table”, a nut is placed under one shell, the three 
shells are moved, where is the nut ? 

- “running in the forest”: run in the forest following a monkey slaloming between trees and 
jumping over obstacles 


Now able to enter the forest, Scout discovers several interesting places like an inner lake below magnificent 
falls. Pym then provides Scout with some materials in order to build a fishing rod and get some fishes for 
dinner. 

The same tools also allow Scout to heal and injured monkey with a broken leg or to build a torch in order to 
explore a cave found near the falls. 

Getting out of the forest, Scout finds a broken bridge preventing to go further. Getting back to Pym he gets 
his assistance to fix the bridge and then accesses a higher plateau where hints lead Scout in a treasure hunt. 


Story 


Scout, the hero and playable character, is exploring different worlds, traveling with Professor Pym 
and Marie within Pym's Time & Space Machine. If the machine allows such amazing journeys in different 
worlds, its arrival in these worlds almost always bring catastrophe and the first mission for Scout is to help 
Pym and Marie to fix the situation. 
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Hours of Gameplay 


The idea is to start the game with two or three zones available and then to continue the adventure 
through DLC bringing new areas to explore. 

Victory Conditions 


When the player fulfills the primary quests he is able to leave with the Time & Space Machine's 
crew to explore a new world (and fix a new catastrophe). The player is also able to get back to previously 
visited worlds thanks to “capsules” left behind by Pym. This allow him to take time and solve all secondary 
quests as well. 
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Cooperation Game 


Overview 

Almost any time a parent can join the child in game by taking control of Marie or Professor Pym. 
Some specific games require this cooperation but they arrive after several hours of gameplay. 

Max Players 

Two players only : the child and an adult 

Servers 

Both players are playing on the same console so there is no proper server. 

Customization 

A parent also has the possibility to play Young Explorer in “parental mode”. There he plays Marie 
or Professor Pym and has the ability to mark interesting places by placing beacons the kid will see during 
his next play time. 

Internet 

The use of Internet is only seen for now has a way to get additional DLCs through Playstation or 
Xbox stores. 
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Character Rendering 


Overview 

The global design is Pixaresque and should allow to create a character looking very closely to 
Russel, the young enthusiast explorer from the movie Up! Or Boo!, the girl from Monsters, Inc., two 
movies from Pixar. 
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World Editing 

Overview 

To be addressed later. . . when I'll find time for this ;) 
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